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DRUID 

Cfin 64/12B with Dlsit 
HOW TO LOAty TKE DX8JC 

PCace the cCtsfe, into tKc disk cCrlve ancC close the hatch. 
Type: LO.*D "*",B,1 
Press the RETURN fe,ey. 

The yame ivUt start as soom as toacClng Is compCete. 
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Oruld 



Untie noiv, the baCance of potver has been held and peace 
tnaintalneci throuyhout the tanct of BeCorn. But noiv, the eutt 
mage ^^camantor has cast dar^ and mystic speUs to summon 
forth four demon princes from an ethereaC plane. The princes 
ivere summomd to protect his toiver and turn It Into a 
stronghold against the pouters of light and goodness. 

The tasfe. of breaking Into »4camantor's tourer and destroying 
the demon princes has fallen on you, as the most poiverful 
Druid In all of the land of Belorn. IJou start In the gardens at 
the top of the tourer and slou^ly descend through stairs 
betu^een the eight levels that mafe^e up the toiver . The demon 
princes appear as gigantic f Ire-splttlng skulls and can be 
found hlddzn In the lovuer four dungeons of the tower. Only a 
Druid can destroy them, using his most potverful spell - the 
'CK»4.0 8 ' spell - he has to run up to the dzmon and cast the 
spell ivhllst touching It. The dzmon ivM then be i^anqulshed 
from this ivorld forever. When all four demons hai^e been 
vanquished, ^^.camantor s tower will collapse and the land of 
Belorn will become safe from evil once more. However, 
destroying a demon Is not so easy, for the demon will 
continually spit fireballs at the Druid to stop him from getting 
near. The Druid must dodge these fireballs and use whatever 
spells he has to get near enough to touch the demon. 

Travelling through the dun(^zons will not be so easy, for 
*4.camantor has felt the presence of your Druid In his tower 
and has sent a constant attach of his minions and lower 
demons to stop you. *^camantor has also set various deep 
rivers and ponds In his dungeon, j^lthough golems (see later) 
can survive In water, Druids cannot, and your Druid's 
constitution will drop fast If you attempt to go through water. 
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SPELLS 



f ortunateCti , your Druid uticCer stands thz ivays of magic and 
tFirougKout tfie dungeon, Fie tvlU find many cFiests containing 
spells of formidable poiver to aid Film In Fils quest. To open a 
cFiest, simply ivatfe. your Druid Into It and a list of spells ivltt 
appear ivltFi tFie quantity of tKat sped next to eacFi. you may 
cFioose a spelt by moiling tKe eye' symbol up and dovi^n until It 
Is next to tFie spell tFiat you require and tKen pressing fire. By 
tak^lng tFie spell, »^camantor ivllD sense tFiat you Fiaue looked 
Inside one of Fils cFiests and Fie will destroy It so tFiat no more 
spells can be removed from It. 

TFie most abundant spells are bolts of vt^ater, fire and 
eCectrlclty. To select betii^een spett bolts press 'p*. TFiese can be 
used against tFie i^arlous creatures tFiat *4.camantor sends 

against you. Kow^v^v , different bolts ivltt Inflict different 
levels of damage against different monsters. All monsters can 
tafe^e tFiree points of damage and tFien die. Ijou sFiould examine 
tFie folloivlng table to enable you to calculate ivFilcFi bolts are 
best used against tFie creatures tFiat you are flgFitlng:- 

SpeCC fiolt Table 



Honster 



Uater 
Bolt 



Fire 
Bolt 



Electricity 
Bolt 



afiost 

Beetle 

Skeleton 

Snak« 

Halack 

Wralta 

SClme 

Devil 



Figures show damage Inflicted on creature by spell bolt. 
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your Druid can find four other powerful spells. TFiese spells 
are:- 

ICEy : Position your Druid next to tFie door and press ' + ' to 
cast tFils spell. Ijou will Fiear a ping' sound and tFie door will 
disappear. If tFie door Is to tFie left or tFie rlgFit of tFie Druid, 
tFien tfie Druid sFiould be placed facing and toucFilng tFie door, 
but positioned sllgFitly up from tFie centre, so tFiat Fie can toucFi 
tFie locfe, of iFie door. 

1 N y X S X B 1 L T T y : TFils Is a classic and often used Druid 
spell. To cast It, press tFie Druid will now become Invisible 

for a sFiort duration and all creatures around tFie Druid will 
become still. 

ClOLEM: TFils Is a very powerful spell. To cast tFils, press C ' 
wFien tFie Druid Is facing towards open ground. A clay golem 
will be created wFilcFi Fias Its own constitution level sFiown at 
tFie top of tFie screen, just below tFie Druids. TFie golem can be 
controlled to protect tFie Druid and will destroy any creature 
tFiat comes near Film tFiougFi Fils constitution will drop. WFien 
tFie golem's constitution runs out Fie will die. 

CHAO^: To cast tFiis spell, press tFie CLR/KOnE fe.ey. It will 
destroy all creatures for a duration of about ten seconds. 
During tFils time, tFie Druid's constitution will be restored to 
full unless Fie Is standing on water. TFils spell will also stop 
demon princes from spitting tFielr fireballs and sFiould tFie 
spell be cast wFiltst toucFilng a demon prince. It will destroy 
tFie demon. 
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TFiB Druids constitution ^^v^^ Is sFioii^n as a red bar at the top 
of the screen. If his constitution runs out then he ivltC die and 
the game u^lCt end. To raise a Druid s constitution, apart from 
using a Chaos' spell, the Druid can also stand ivlthln a 
Pentagram of Life - these are fairly rare but can be found 
scattered around the tower. t)our Druid must stand slightly 
aboi^e and to the right of the centre of the Pentagram. The 
tlfeforce of flother Earth herself ivltt then surge through the 
Druid's body and his constitution . u^lCl graduaCCy Increase. 





TK£ MONSTERS 



There are eight types of monster that will attacfe. you. These 
are: ghosts, beetles. sk^eletons, snaHes, ralacks. tvralths. sClmes 
and deulls. 

Koivzvzr , not alt monsters ivlll appear on each leveC. The 
follotvlng Is a list of the monsters that li^lll attack, you as you 
progress through the tourer :- 



Lei;el One (Tfie top gardens) 

Level Tivo 

Level Three 

Level Four 

Level Five 

Level Six 

Level Seven 

Level Eight 



Qfiosts and Beedes . 
Slimes and Devds. 
Halacks, SClmes and Snafees. 
Skeletons and Devils, 
li^ralths and Skeletons. 
Devils, Skeletons and Snakes. 
Skeletons, Stlmes and U'ralths. 
Ghosts, Beetles, SkeCetons, 
Snakes, Rolack^s, Wraiths. 
Slimes, DevUs. 




R ALACK 



DHUTD 



Xn tFie top patiet you iviCt aCso see a 9reen bar next to the word 
Jl*<.TXNtt'. This rating bar will groiv as you get deeper into 
the game ancC Is a guide as to fiow iveCt you are doing. 
Whenever you die (or whzn you win tPie game and destroy the 
Jour demon princes) you will be gli^en a Druid rating. This 
rating depends on the Cength of the rating bar and glides an 
Indication of your tei^eC of competence as a Druid. The 
uUlmate accolade Is that of Light Master, but i^ery fzw 
Druids reach such a high ranfe,. Indz^d, to do this well, you 
don't just havz to complete the game and destroy all of the 
Jour princes - you also need to ulslt euery chest In the toiver 
and destroy each k^lnd of creature H^lth each Hind of spell bolt. 
The ratings In order of ivorst to best are:- 



Halfivlt 
Apprznticz 
•Acolyte 
Seer 
Lore See^r 
Spirit Master 

Cleric 
Potion Master 
Lore Master 

Priest 
Illusionist 
Magic Master 
Conjurer 
High Priest 
High Druid 
Light Master 



Use your resources ivlsely In order to surulue the constant 
onslaught of hell-spawned ethereal creatures and /ace the 
demon princes. Succeed, and you may attain the ultimate lei^el 
of eight master, and bzcorm one of the dreat Druids. Fall and 
become no more than a halfwit, your captli^e soul joining the 
many ghosts of those who have preceded you, lost In 
y^camantor s dungeons. 
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Left Z Key ♦ 

Right X InulslBltlty 

Up 1 Golem E 

Down 7 Chaos CLfl/KOnE 

Fire Space 

Pause/Unpause RUN/STOP 

Cycle through P 
Bolt Spells 

Or you may use a joystick. In port one. 

CONTROLLlNa l|OUJl aOLEM 

Once you hai>e created a golem. It can be controlled by either 

yourself or a second player. To change control of the golem 

between yourself and a second player, pause the game with 

SI U N / 8 T 0 P and then press C" (the Commodore Hey). Now 
unpause the game with H UN / S TOP . 

Xf you are controlling the golem by yourself then you must use 
the C- Hey to command the golem to either: FOLLOU 
the Druid or SEND the golem In the direction that the Druid Is 
f aclng . 

Xf you are playing with two players then both players must 
use joysticks. The player who wishes to control the Druid must 
use a joystlcH In port one. The player who wishes to control the 
doCem must use a joystlcH In port two. 
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^Avxna youJi position 



'Evzvx^ time t^ou 90 up or down a Izvzl, the computer ivlCC 
TzrrvzmbzT your game position. Whznzvzx you die, you iviCC be 
returned to the Druid title page ivith the Druid music playing. 
Koivzvzr , the computer stitC remembers the tast time that you 
tvent up or doivn a Izvzl. Restart the game, but this time, the 
foCCoiving will appear on the screen: 

hati disc st;uit 

Ijou will aCso see an eye symbol next to one of these options. 
Use up and doivn to select which option you require and then 
press fire. To start Druid from the beginning, select N 0 H Tl L 
S T ^ R T . To start at the last position that the computer 
remembered you being in, select SiATt DISC ST»4.)IT. 

XOhznzvzx a game ends and you decide that you ivish to saue 
your position so Jar to disft, press S during the Druid title 
page. Noiv insert a blank., formatted disc into the disc drive. 
Next type in a fiue letter filename for your saued position and 
press HETURN . Ljour game position ivill noiv be saved to disfe,. 

To load up a saved game position, insert your saved games 
disk, and press L . Next type in the filename of the saved 
position you require and press HETURN. your game position 
ivill now load from disk. To play this saved position, press 
to start game and then select HAYl DISC ST#*IIT. 
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ICXNTS 



On the first level, you will need to go down, turn left and tafe,e 
the second turning back, up. On your right you will find a 
small enclosure with a chest in it. Ijou MUST tafe,e the KEy 
from this chest as you wilt need to use it when you reach the 
second level. 

Remember, when unlocking doors to the left or right of your 
Druid, you must position your Druid correctly. your Druid 
must be placed just up from the centre of the door and he must 
be facing and touching the door when the spell is cast. 
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